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- 
ATARI COMPUTER 


ENTHUSIASTS OF 
HAWATI 


Meeting Schedule 


ACE-HI will meet on the dates 
given at 6:30 P.M. - all dates 
are Fridays. Visitors are 
welcome. 


McCully Library address: 
2211 South King Street 


Liliha Library address: 
1515 Liliha Street 


AUGUST 26 
Lilhha 
ST MUSIC Night 
NOMINATIONS 


SEPTEMBER 9 
Liahha 
ELECTIONS NIGHT 
Midi Maze game night 


SEPTEMBER 23 
McCully 
Printers & 
How to re-ink ribbons 


The Board of Directors meets 
each month on the Ist Saturday 
at Columbia Inn - Kapiolani 
Bivd - at 9:00 ASM. for 
business and breakfast. 


All members are welcome to 
attend to see how the club is 
being run and offer suggestions. 
Call Muskrat’s Den and leave 
feedback to the SysRat or call 
Phil Musgrave at 261-2209 
(voice) to let us know you are 
planning to attend. All board 
members are expected to attend 
unless incapacitated. 


EDITOR'S 
NOTES: 


by Ray Pompon 


ell, | am the new Editor of 
this newsletter and will work 
with Phil Musgrave to make this 
a fine issue! 


My primary duties deal with 
article acquisition and ediling 
while Muskie handles the 
printing and layouts. One 
problem that has plagued us is 
disorganization that has caused 
articles submitted too early to 
be lost. Luckily, | have 
tracked one down. My 
president's corner is a copy ofl 
an article that | wrote four 
months ago about our survey 
which | took last march. Now 
you can at last see the results. 


Hi there Phil Musgrave here, 


completing this month's editor's 
notes. As Ray mentioned, he is 
the Editor-in Chief now, and | 
am continuing to work on the 
newsletter as Production 
Editor. We hope to be able to 
bring you a regular, monthly 
issue with lots of interesting 
and hopefully useful articles ~ 
but it would sure be easier if 
we had a “little more help”! 


You" be seeing more graphics 


in this and future issues due to 
(1) Ray’s artistic talent and (2) 
my new-scanner. If you have a 
photo or print that you think 
would look good in the 
newsletter, get it to me (black 
and white xerox preferred) and 
we'll try to include it in an 
upcoming, issue. 


Coniing next month: JET!, Trivial 
Pursuit. I1.B. Copy, ANALYZE! 
(reviews) plus much more!!! 
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SPECIAL NOTICE! 


The ACE-HI Meeting on September 9th at Liliha Library will host two special 
events. The first is ACE-HI ELECTIONS for the coming year. Attendance isf 
mandatory since it is ELECTIONS! We need your vote and your opinion. 


The second event is a SPECIAL GAMES NIGHT featuring Midimaze. In case you 
didn’t know, Midimaze is a game which allows up to 16 computers to be hooked 
together via Midi cables. Then players battle each other head to head in a 3-D§ 
perspective maze shoot ’em up game. We experimented with this game at ACE- HI 
nostalgia night. We had only 3 machines hooked up then, we expect a lot more for this 
tournament. . a 


There will be a series of practice and elimination rounds so players are strongly urged to 
arrive on time to register to play. First prize has yet to be determined but will be 
quite valuable. 8 bitters are welcome to sharpen their skills. 


If you can bring an ST computer and Midi cables, let us know. The more the merrier. 
And as with all game nights, B.Y.O.J. (Bring your own joystick) 
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Reproduction of articles in this publication 
is permitted with the following stipulations: — 
(1) This notice must be included with all articles, 
(2) there shall be no changes made in the original article. 
Published by Atari Computer Enthusiasts of Hawaii, P.O.Box 
| 23076 Honolulu, HI 96822 
This notice is made a part of all original articles published in 
ACE- HI INFO by reference. 


ite annual survey was very 
helpful and the responses were 
terrific! I got twenty surveys 
back. Twenty may not seem 
like a whole lot of surveys but 
it represents about 95% of our 
active members. It is to those 


active members that we try to 


cater. 


ae board of directors took 


note of your suggestions while 
creating the meeting agendas 
for the coming months. The 
biggest complaint was the lack 
of participation at meetings. 
The best things about ACE 
were the friendly atmosphere, 
the information exchange and 
the variety of our programs. 
Most of the younger members 
wanted to see more game 
nights while the older members 
enjoy the demos and 
workshops. By the way, the 
ages ran the complete spectrum 
from young to old but it 
averaged out to around thirty 
earth years old. For machines, 
the breakdown was quite 
interesting. There were eight 8 
bitters, eight 16 bitters and four 
with both machines. 


Or interesting note is another 


positive aspect of ACE was 
found to be our support of both 
machines equally. Quite a 
number of members are 
considering buying 2400 baud 
modems and hard drives in the 


near future. Well thats about. 


the gist of all the useful 


information I gleaned out of: 


the survey. 


NOW for the funny stuff. 


Listed below is a compilation of 
the most "interesting" replies to 
the ACE-HI survey. 
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Ace: “older than a peach but 


younger than a mountain, for 
a man just right" 


OTHER COMPUTERS 
OWNED: "no need for any 
other!" 


MAIN USE FOR COMPUTER: 
“watching smurf [| censored]" 


BULLETIN BOARDS YOU 


FREQUENT: “the one at the 
lunchroom at work" 


WHat MAGAZINES DO YOU 
READ: "Playboy, Romper 
Room, Sesame Street" 


Wat LANGUAGES DO YOU 
KNOW: "Pig Latin" 


WHat LANGUAGES DO YOU 
WANT TO KNOW: "German 
(grin)" 


WHat BUGS YOU ABOUT 


ACE MEETINGS: "Fat sweaty 
people who ride on the bus, 
General Noriega in Panama, 
Jesse Jackson winning in 
Illinois.” 


Wat DO YOU WANT TO 


SEE AT MEETINGS: "Jack 
Tramiel’s scalp!" 


WHAT DO YOU WANT TO 


- SEE IN NEWSLETTERS: 
— “Dirty Graphics, Centerfolds of 
the Hackerettes of the month" 
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VIRUS 
WARNING 


This is a warning being sent 
Out to ALL ATARI ST 
users...Lhere is a desk accessory 
called DIGI.ACC that has been 
uploaded to MANY Michigan 
BBS’s. 


| The Sysop of the Digital Delay 


(313-546-4410) was going back 
through his file section trying 
out old files, he tried 
DIGI.ACC, it’s a digital clock 
that was uploaded by a new 
Atari ST user (I have not seen 
him before, and Il am 
knowledgeable of the few ST 
users Out there, although I can 
always be wrong), the acc when 
activated, opens a small 
window(2X5 cm) with a clock 
in it, and the name Uhri at the 
top (The "U" has a double dot 
above it), sometime during its 
running, it destroys the disk, 
apparently attacking the FAT, 
the sysop (Keith Troesch) was 
running it, went to drive A and 
found nothing on it, with a disk 
editor (Michtron Utilities) he 
found nothing in the boot 
track, | was curious, D/L’ed it, 
and ran it left it to sit, after a 
while, with not much 
happening, we continued 
chatting on the BBS, when I 
logged off, | checked the disk 
to find nothing wrong, I then 
called another BBS to put a 
message up about a "possible" 
virus, I then again checked my 
disk, a terminal disk that I was 
testing it on (1 backed it up 
first), it contained the following 
files: 


(Continued Next Page) 
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~D_EDIT 


VI RUS (Continued) 


VANTERM <FOLDER> 

Vanterm.cfg 

Vanterm.prg 
<FOLDER> 

D_edit.TOS 

.FOLDER> 

Maxidisk. prg 

Macromse.acc 

Transfer.acc 

Digi.acc 

STturbo.ace 


MA XIDISK 


When I did a Directory, I got 
Data on disk drive A not 
responding, I checked twice, 
trying dir’s from different 
programs, and the desktop, 
with no luck of finding 
anything at all, I checked it 
with DLII by Simon Poole 
and the FAT table was Bad. 


Since I was on-line for so 
long, I do not know how long 
it took for it to go off (the 
virus), but it definitely did go 
off. 


So beware of DIGI.ACC, if 
you see it on a BBS, inform 
the SysOp of the situation, or 
if you have, take great 
caution in its use, or delete it 
all together. 


If you have any questions 
about this, I can be reached 
on the following BBS’s: 


Digital Delay(313- 546-4410) 
Bloom County(313- 582-0888) 
The Island(313-675- 5888) 
Cosmic STomper (547-0440, 
semi private system, must 
have password active) 
Downriver Outpost(675- 4660) 


-Eric Connelly, Co-Sysop of 
the Digital Delay, Atari sysop 
of the Island, Atari Co-sysop 
at Bloom County. 


Reprinted with permission. 
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Sneak-A-Peeks 


Lhie column consists of short 
paragraph ’sneak peeks’ of new 
products for the Atari computers. If 
you have purchased something for 
either an 8 or 16 bit computer, we 
invite you to contribute to our 
column. AU you need to do is tell 
the editor about it and he will write 
a short paragraph for this column. 
“This month’s first 3 Sneak- A- Peeks 
come from Riki Manabe, who has 
recently purchased several pieces of 
the new EX£uropean Software 
available for the S’I. Item number 
four is another import which PAu 
Musgrave recently bought for the 
ST. 


BUBBLE BOBBLE 


by Firebird 

$39.95 

"This is a hit arcade game from 
Taito ported over to the ST. It 
offers cute graphics, lively music, 
multiple screens and many secret 
bonuses. The object of the game is 
to capture monsters in bubbles 
while picking up fruit for points. 
It is a highly addictive game and a 
whole lot of fun. 


THE FLINTSTONES 


by Grandslam Entertainment 
$39.95 


Pai game is based on the popular 
cartoon series of the same name. It 
has great music from the show and 
impressive graphics. You assume 


- the persona of Fred Flintstone who 


must perform various tasks such as 
painting the house and bowling. 
The game is very difficult to win 
and some of the tasks are quite 
tedious and dull . 


DIZZY WIZARD 


by Diamond Software 
$39.95 


Inis game is a rip-off of Airball 
type games which involve the 
maneuvering of a small character 
through a frictionless 3- dimensional 


maze. The graphics are very smooth 
and colorful, displaying scrolling 
landscapes of stairs, bridges and 
Slides. The game requires an entire 
megabyte to load but you can play 
up to 3 players. The documentation 
is incredibly sparse and not very 
descriptive, the game does have a 
"help" function though. For 
software protection, Dizzy Wizard 
incorporates a "look up the secret 
code" method on an un-xeroxable 
red code card. Allin all, an easy 
pame to start, but it gets very 
challenging very fast. 


ARCADE FORCE FOUR 


U.S. Gold 
$59.95 


‘This is a ‘real deal" - games worth 


$130 for less than $60 retail 

1. GAUNTLET - a great run and 
shoot dungeon adventure. You have 
the choice of several different 
characters and there’s lots of action 
for the intrepid explorer!! 

2. INDIANA JONES & THE 
TEMPLE OF DOOM - a full 
review of this is coming from Ray 
Pompon next month - meanwhile, 
practice using your whip, Indy! 
(great music) 

3. METROCROSS - ever hear 
about movies they call "sleepers"? 
This game is one of those - you’ve 
never heard of it, but WOW! What a 
great game - very high addictiveness 
factor. You guide a little guy through 
the London Metro (subway), 
jumping, running and riding 
skateboards...etc - finish fast enough 
and you can continue to the next 
screen. 

4. ROAD RUNNER - the Road 
Runner and Wile E. Coyote have at it 
again, just like in the cartoons! Great 
graphics, difficult to control Road 
Runner sometimes though. You 
control the fastest bird in the world 
and have 2 goals: eat bird seed and 
avoid being caught by Wiley! Worth 
having if only for the great graphics! 
Here’s a tip on how to get this 2-disk 
game to save your high scores: when 
it asks you type in your name, switch 
disks first, as the high scores are 
stored on disk number one. 
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CARRIER COMMAND 


by John Walsh 


Time: 23:41:00 

Transmission: Uncoded,on open channel 
From: Commanding Officer,ACC Epsilon 
To: CINCFLTOPS, Vulcan Island 2 
Subject: ACC Omega 


After resupplying at Thermopylae island, course¢ 
was set for Naiades to set up a new factory island 
for further penetration of the enemy island chain. 
Within 20 minutes of weighing anchor, 
Thermopylae came under attack. 


Coeine was altered back to Thermopylae, with 


the intention of catching ACC Omega while it was 
concentrating its attack on the island. ACC 
Epsilon was stopped outside radar range of Omega 
and Manta fighters were launched towards 
Thermopylae. 


is sighting Thermopylae, fighters circled the 
island and spotted Omega at anchor and in the 
process of recovering its Manta fighters. Missiles 
were armed and Epsilon’s Mantas began attacking 
from all directions. 


A total of 10 missiles were launched with Omega 
defenseless during its Manta recovery. All missiles 
struck Omega and the carrier exploded with loss of 
all hands...End transmission 


Yes; teauprht 
Carrier Command and 
began playing admiral as 
soon as I booted up the 
program on my ST. Lets 
take a look at it! 


Carrier Command, is 
a fine product from 


Rainbird Software and it 
comes packed with all the 
stuff you would expect to 
find, plus something you 
would not: An audio-casette tape! It holds a full 
sound track that you can play during the game or 
just listen to later at your Iecisure. 


"I- Ihe manual is well done and leaves no stone 
unturned in explaining carrier operations. I do 
recommend that you read the manual,as I managed 
to crash Manta fighters repeatedly, because I just 
skimmed through it. The manual also sets you up 
with a Mission bricling, which scttles you into the 
game and explains your mission. 


4\ {ter booting the disk, you’ll be faced with 
something familiar (if you ever owned Rainbird 
Software.) A menu asking you whether you want 
to use English, Dutch, or French. Choosing 
English will get you something else, a request to 
enter a certain word found only in the manual. 
Thats right, it’s a form of copy protection. If you 
don’t have the manual,you have three tries before 
it kicks you out. This is not really so bad, but it 
makes you kind of cautious when you type in the 
word. : 


A {ter entering the required word, you'll gct 
a menu with the options of Strategy Game, Action 
Game, or restoring a saved game. If you leave it 
on this menu for a short time, the program will 
load a picture of the carrier launching a fighter 
accompanied by a digitalized soundtrack. It’s 
worth listening to, as it shows off the sound 
abilities of the ST. 


(Continued next page) 


CARRIER 
COMMAND 


(Continued from pg.6) 


When you choose 
the Strategy game, you’ll 
start out from Vulcan l. 
and the Omega carrier from 
the other end of the group 
of islands. The object of 
this game is to take as 
many islands as possible 
and defeat the Omega 
carrier. It isn’t easy, and 
since the computer plays 
for Omega, it can be 
downright frustrating at 
times, especially when you 
take an island and Omega 
comes in and takes it right 
back. This happened 
repeatedly, till I turned it 
to my advantage and blew 
Omega out of the water. 


‘I’his game can take a 
long time to play if you 
choose the strategy game,so 
beware. The action game 
puts you right in the thick 
of it and you don’t spend a 
lot of time taking islands 
from the enemy. The most 
difficult part of this game? 
[ts flying the -Manfa 
fighters and bombing the 
islands. I spent more time 
crashing fighters then I did 
winning islands. It takes 
practice (like anything else 
in life) and once you have 
mastered flight in the 
Manta, you begin to get 
creative and plan all 
manner of attack strategy. 


‘I'he other part of the 
Carrier’s forces is the 
Walrus. Something like an 
amphibious assault vehicle, 
the Walrus can carry and 
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assortment of equipment to 
the island your after. It 
can carry a virus bomb, 
which will turn the enemy 
island control center to 
friendly island or ACCB’s. 
ACCB’s are the units that 
automatically build the 
island into one of three 
types: Factory, Resource, 
or- Defense This is 
another factor in the 
Strategy of winning islands 
from the enemy and 
keeping them. The more 
you’re in control of a 
defense, the more difficult 
it will be for the enemy to 
take them away from you. 


‘I’Ihere are so many 
menu screens in this 
game,that it would be 
impossible to explain it all 
in this article, so 1 will 
only say that you have 
map , weapons , supply , 
repair status , & carrier 
defensive menus, all which 
keep you in touch with 
what’s happening with all 
aspects of carrier 
operations. You can even 
control the amount of 
supplies your islands 
produce to keep your 
CaTrrret soTnae:. * From 
weapons to fuel, your 
islands will keep you 
supplied, as long as you 
keep them protected and 
connected. 


W Ihile the graphics 
acre fine, the -Tsieht 
characteristics of the manta 
fighter really shine in this 
game. Controlled with the 
mouse, I found it to be a 
very good flight simulator 
comparable with anything 
else on the market. 


¢\W [ter spending many 
long hours playing this 
game, I have found only 
one thing to complain 
about: the time to play it 
(but that’s the only thing | 
don’t like). As far as I’m 
concerned this is one fine 
program and every ST 
owner should have it. 


HINTS FOR 
CARRIER 
COMMAND: 


Gut or Werireses tnd 
Mantas? Sail in close to the 
island and uSe the laser 
cannon. 


Want to-teaerte’ oTrrT 2 
command center? Load a 
Manta with 7 missiles and 
dive on the command 
center from maximum 
altitude, firing all your 
missiles as you dive,that 
usually works, and the 
island becomes free for you 
to take. 


Want to fly more than one 
Manta? It can be done,but 
launch them at intervals 
and send them to different 
programmed points near 
the island you want to 
attack. They’ll orbit there, 
till you take manual control 
and send them in for your 
attack, one at a time or all 
at once. 
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THE GAME 
INTERN 


Megaroids Revisited 


By Raymond A. Pompon 


The other day, a friend was 
over at my house. I wanted to 
impress her with my ST’s 
incredible graphics, so | busted 
out all my game disks. I 
showed her the terrifying hi-res 
mazes of "Dungeon Master’, she 
replied "Oh, that’s nice". I 


exhibited the realistic graphics 


of ’Barbarian’, she smiled 
weakly. Then slapped in a copy 
of ’Star Glider’. While it’s 
digitized music sang, she read a 
magazine. The only applause 
’Gunship’ received was a yawn. 
*Test Drive’ and ’Road Runner’ 


were too frustrating to be worth ~ 


a second game. 


| was in serious trouble, if my 


Atari could not impress her, 
then nothing would. In 
desperation, | asked her what 
type of games she likes. She 
looked down at the floor and 
coyly responded "umm.. 
Asteroids?" A gleam of hope 
flickered in my eyes. Reaching 
for my public domain games, I 
fished out a copy of Mcgaroids. 
She played for 45 minutes 
straight! Well, needless to say, 
She was hooked. : 


SO what did a public domain 
clone of Atari’s arcade classic 
"Asteroids" have that all these 
other games didn’t? It must 
have been something great, 
because the arcade Asteroids 
spawned the sequels: ’Asteroids 
Deluxe’, ’Space Duel’ and 
"Blasteroids’. So what is this 
mystical magical ingredient ? 

It’s PLAYABILITY! Playability 
is the most important thing that 
a good game has. Unique and 
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original ideas have hatched 
classic games such as ‘Pacman’, 
*Star Raiders’, ’Centipede’, 
"Donkey Kong’ and the 
srandparents of all 
Shoot-em-ups ’Space Invaders 
and ‘Galaxian’. 


What mak e¢.s. 3p 


playability? I have heard many 
speculations. One person tells 
me that if a game is hard, then 
she feels intimidated by it. 
Another person told me that if 
the game is easy then he isn’t 
challenged by it. The conclusion 
that can be drawn is that a 
game must be easy enough to 
play in the beginning but must 
progressively demand more out 
of the player. In this way, the 
game becomes a thrilling 
contest. Many techniques are 
used to heighten the difficulty 
of games: faster and smarter 
varied enemies, different types 
of cGmtiscts. time limits, 
additional puzzles or simply an 
increase of opponents to fight. 
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Another important aspect of 
playability is puzzle solving. Ifa 
game requires players to 
mechanically indulge in wrist 
calisthenics then it is no fun. 
Also, who wants to resolve a 
tedious and frustrating problem. 
Therefore, a good game must 
revolve around an interesting, 
challenging but not intimidating 
contest. 


What else is needed in a 


game? A good theme? unlikely | 
since some of the better games 


have some of the silliest themes, 
such as Pacman where you dodge 
ghosts while eating dots. Hmm, 
how about graphics? Asteroids 
doesn’t even have color! Ok, how 
about super sound effects? I 
doubt it, does Galaxian have any 
digitized sound or any type music. 
lt becomes increasingly obvious, 
that it’s not all the flash and crash 
that makes a game, but instead it’s 
the imagination and playability! 
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NF 


THE GAME DOCTOR 
PRESENTS 


A Crossword Puzzle For The Rest Of Us 
Puzzle by Mark D. Stitham, M.D. 
"The Game Doctor" 


sfc Je afc safe sfc ofc pc 


ACROSS 
2. Early EPYX game wherein the hero 
saw STARS in the FALL 
5. Speeds up computing when printing 
7. Cool Bird game served “on the rocks" 
. These chips have recently 
=~" gone up markedly in price 
| . The game that sold more Atari 
computers than any other software 
15. If your daddy was a pistol, 
you're a “son-of-a-?727" 
16. Key next to "HELP" on ST 
17. First game to attract female players 
yy. Pasty substance passed off as food 
20. "I’be godda code ib by ----" 
21. Invaders-type game that 
added limited vertical movement 
25. Chess-like game with action ve 
28. Infocom’s first 
30. Fs 154 
31. First racing game with 
moving 3-D background 
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DOWN 


SERSSSPE CSI AS eNr 


. Regarding (abbreviation) 

. Game in which constant firing required to stay aloft 
. What Othello was (the man, not the game) 

. Old soda pop company 


"--- X =1TO 100° 


_ Game that made Nolan a Bushnell of money 
. Son of "Space Invaders" 
. The gamer’s game (it takes some smarts) 


<with attack curves> 


---- Patrol’ 


. Atari magazine 

. First ST game 

. IF/ THEN : AND/?? 

. KOALA ??? 

. ET CETERA 

. Unit of energy 

. Last name of bountyful game - 


first to be produced in all formats 


_ Current ACE-HI Prez’s initials 
. Mexican hoorah 

. Slang for pimple 

. Mr. Ueki or Saiki 


If you had trouble with last month’s puzzle, the answers 
are available from Phil Musgrave. The answers to this 
month’s puzzle will be available in September at either 
meeting. 


SHA DOWGATE 
HINTS 


By Buckaroo 


A ithough completely graphics 
orientated and mouse driven, this 
game plays like a text adventure. 
It is basically a series of puzzles to 
solve, usually requiring the use of 
the right object or action to 
progress. Often, the way is 
blocked by a monster, and there is 
only one way to defeat him, the 
alternative being death. So save 
the game often, examine 
EVERYTHING, read the 
descriptions carefully for clues, 
etc, 


laventory management becomes 


a problem, as there are LOTS of 
objects that may be found and 
picked up. In general, you may 
drop an object once you have 
found a use for it. There is only 
one object that is required twice, 
and you can go back for it (it’s not 
very far away when you need it 
the second time). Many objects 
will have no use at all, but there is 
a riddle whose solution is an 
object, and it is a different 
riddle/object each time you play 
or restore game. There are 6 keys 
- each is used only once. 


A tways carry at least one extra 


torch with you (more if possible); 
when your existing torch flickers, 
light the new one and drop the 
old. It is a good idea to save game 
at that point so that you can 
experiment/explore and when you 
solve another puzzle, you can go 
back to the save game and proceed 
directly with minimal loss of torch 
life. 


Pi SPEAK command is used 


only once in the game. HITting 
something is fun to do (especially 
when frustrated), but very rarely 
of any use (in fact it is possible to 
finish without ever using this 
command). 
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"THE OPEN COMMAND IS 
very important. Often a window 
will open showing contents of the 

object, which you can move to 
your inventory. Bottles or vials 
should be OPENed before using 


contents. OPENing some items will — 


sometimes move secret panels, 
revealing hidden objects. Double 
clicking on an object is a shortcut, 
usually EXAMINING it, but doors 
may be opened this way and you 
may often GO places this way. 

(You may also double click in the 
"exits" window to GO somewhere; 
this is how you "back up” a room.) 


The OPERATE command is used 


constantly. It requires two objects. 

For example to use the sword 
against a monster, you click the 
command “operate”, then the 
sword, then the monster (or sword, 
“operate”, monster). This is where 
the THYSELF box comes into use. 

For example to "wear" an object of 
clothing, click "operate", then the 
clothes, then "thyself". To simply 
use an item by itself, click 
“operate”, then double click the 
item. To use a magic spell written 
on a magic scroll, click “operate”, 
then the scroll, then the objective 
of the spell (which could be thyself, 
remem ber. ) 


; ee can resize the windows if 
you wish (enlarge the inventory 
window). If you should happen to 
close the inventory window, you 
are in for a surprise. Double click 
"thyself" of open it up again. 


Tne second disk is not copy 
protected - you can recopy ils files 
to a double sided disk and thus 
have lots of room on disk 2 for 
saved games (no disk swapping if 
you only have one drive.) 


S hadowgate is a cute game 


but not an exceptional one. The 
graphics- mouse parser system is no 
where near that of Dungeon Master’s 
but the game can be entertaining 
and challenging. 
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GHOST IN THE 
MACHINE: 


The Turing Test 


by The Spirit 


CONE of the legendary 
figures in the field of artificial 
intelligence was a man named 
Alan Turing. Although he died 
in 1954, He left us with a 
many revolutionary ideas. 


CON E of these ideas was 
a test to determine if a 
computer was indeed 
intelligent or not. A computer 
has yet to pass the self 
awareness tesl, bul even 30 
years ago, scientists knew thal 
they would need some form of 
ralional method of evaluating 
artificial intelligence. The 
technique, called the “/uring 
Test, consists of an imitation 
game with very simple rules. 


AN. tester sils in a room 
with a terminal wired to 
another room. On the other 
end of the cable is either 
another human or a computer. 
By typing to each other over 


the terminal, the tester tries to _ 


determine if he is talking to a 
human or a computer. The 
test comes in when the 


computer tries to fool the 
tester into believing it is a 
human. If the tester thinks 
the compuler is human, then 
the computer passes the test. 


“This makes up the famous 
Turing test, but is this all 
there is to it? You arent 
really creating intelligence, 
you are crealing the tllusion 
of intelligence. 


(Continued on Next Page) 


“© aw 
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GHOST 


(continued) 


“wae histicated natural 


language parsers which use 
programming tricks to 
appear to understand 
human interaclion come 
close. After a few minutes, 
their limited mentality 
becomes apparent. The 
test has not been passed 
by a program yel. Would 
a program be intelligent if 
ii were wrilten with enough 
‘programming tricks’? Most 
compuler scientists agree 
that it would. Their proof 
lies in sophistication of the 
human language. The 
problems involved in 
determining what is really 
Series .said--in as 
conversation are immense. 
The ambiguities, the double 
meanings, not to mention 
context and subject are 
problems of overwhelming 
complexity. Look at this 
laughable example of 
human/7computer 
interaction: 
HUMAN: “Do you know 
what time it is?” 


_~ COMPUTER: “Yes” 


+o pass the luring test 
(simulate a human being) 
the computer must 
understand a what is means 
to be human. Consider the 
Taoist story about self. 
Two sages were oul 
walking one day over a 
bridge when one looked 
over the bridge into the 
water and remarked: “| 
wish | were a fish, they 
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are so happy. The other 
snorted and replied “But 
you are nol a fish, so 
how do you know what a 
fish feels?”. The first, 
laking this tn stride, 
answered “Bult you are nol 
me, so how do you know 
whether | know what a fish 
feels?”. 


If you were asked to be a 
tester on a Turing test and were 
allowed to ask the computer one 
question, what would it be? 
How about: "If you were asked 
to be a tester on a Turing test 


and were allowed to ask the 


computer one question, what 
would it be?". 


os a computer even pass 
this test? It could be too much 


to ask one form of life to 


try to pass itself off as 
another. Well, the difficulty 
of this test is meant lo 
compensate for the 
‘trickiness and ambiguity of 
it. Perhaps we should 
reexamine whal we are? Are 
computers and humans the 
same thing in fact? We are 
biological machines with 
DNA programming creating 
machines in our own image. 
If there are such things as 
human souls then would 
such a soul spring into 
being alt Bell Labs someday 
during a Turing test? 
Perhaps humans are as fake 
as computers, fooling 
ourselves thal we really are 
thinking beings. When, in 
fact, we coutd be 
simulations of intelligence 
also. 


Fiwuman bodies are 
Said to be complex 
biological machines. Is the 
mind just a ‘ghost in the 
machine or can the 
thinking process be 
duplicated artificially? It 
would shake up our 
fundamental philosophies 
of the human mind if the 
lest was ever passed. 


W Ino knows? Maybe 
the computers will have 
their own philosophies to 
add. 


AUTHORS NOTE. this 
article demonstrates the 
power of a computer to 
understand human text. A 
mere human wrote it then 
fed it through a proof 
reader program. The 
program checked 
punctuation, sentence 
Structure, grammar, verb 
tenses, readability and 
descriptiveness. It made 
suggeslions to rewrite the 
article much like an english 
teacher does. This article 
can be understood by 
readers of eighth grade 
level of eduealion and the 
Strength of delivery is fifty 
seven percent. So it says. 
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The European imports 
EUROPEAN SOFTWARE FOR YOUR ATARI ST! 


The hot new titles from across the Atlantic are at Data- I! 


¢ The Empire Strikes Back ¢ Space Harrier 
Street Fighter * Mickey Mouse ¢ Predator 
ummer Olympiad ¢ Arkanoid II 


. 


and other popular favorites like: 


e Gauntlet II e Arcade Force Four ¢ Stir Crazy 
d many more! 


“ees 8 0 @ . 
“ere e+ & + © 


- The best HONEST deals are at DATA- 1] 
{| e Data-1 Computer Center « 2065 S. King St. « Phone (808) 946-1735 © 
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